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HISTORY GAMES FOR SECONDARY SCHOOLS 


History and everything connected with it has always been fun for | 
the present author. He has nearly always thoroughly enjoyed his assign- 
ments; and to him reading history books is a fascinating pastime. But 
some of his most pleasant memories are those of playing games in a world | 
history class he had in junior high school. He also remembers, with | 
Pleasure, meal hours spent in playing,=- "Who Is It" - with the boys at a 
boarding school where he taught. 

Because of these memories, because of his interest in the subject, 
and because there seem to be no books or studies that cover the field in 
just the way that he intends to, this writer has decided to compile a group 


of history games and make recommendations for their use in this paper. 


GAMES AND MOTIVATION 

There has apparently been no research done to prove that games 
stimulate pupils to more or more vigorous study than other approaches or 
even natural inclination would produce, or that they remember more of the 
review work when the reviewing is done with a game. But this writer is 
convinced from his own experience that nearly all students enjoy good 
games occasionally. An article which appeared in the Sierra Educational — 
News was entitled "Gemes Lighten Learning" ./ And in The Motivation of 
School Work by H. B. and G. M. Wilson we are told that, "Fundamentally, 
of course, the motives which shape our conduct and spur us on to do worthy 
things are rooted in instinct, as Rowe shows, "" Among these instincts is | 


listed that of play. At another point this statement is made, "Common 


1. Carolyn Nunn, "Gemes Lighten Learning", Sierra Educational News, 4 P:24,40, 
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observation convinces us that the tenacity with which anything is neh a 
varies greatly. But in the last analysis the interest of the learner is 
found to be the chief determining factor." : If games are fun and therefore 
interesting, if the tenacity with which anything is remembered is dependent 
chiefly on the learner's interest, and if play is one of the instincts 

that motivate us to do worthy things, all of which assumptions the author 
believes are generally true, then it would appear that there is a place for 
games in the field of history teaching. 

Of course, granted that this reasoning is valid, the only reason- 
able assurances we can get from using games is that that part of the 
material that is dealt with directly in games will be mastered with the 
Success that interest and other instincts associated with games produce. It 
does not’ necessarily follow at all that because students are interested 
in these history games that they will thereby be interested in the other 
aspects of the classwork, and that a history program, bound to be success- 
ful because it rests on interests and felt needs, will automatically 
result. But often when a direct frontal attack on a subject does:dot bring 
with it the success that one desires, use can be made of what we might 
call little entering wedges. These will tend to put the pupils in a more 
receptive frame of mind, from which point the teacher, with the use of 
other techniques and methods, can develop a real interest in the subject 
matter of the class as a whole. Games, it is felt, would be a very 
valuable entering wedge. 

In addition to play, other motivating instincts reported by 


Wilson as being listed by Rowe are construction, sociability, rivalry, 


Se Ibid, Pe 36. 
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ambition, and love of approbation. These can surely all be made to 


function to a greater or less degree through games. 


USE O: GAMES 
The author believes that games can be effectively used as a 
direct aid in achieving the aims and objectives of history teaching that 
are set forth later in this chapter, as well as in developing many desir- 
able personal characteristics, especially many of those that are necessary 


for good social behavior. 


PURPOSE OF PAPER 

Based on the idea, developed above, that interesting games can 
Supply a strong motivating force which can be utilized to help the teacher 
and the class accomplish the job laid out, this paper has as its purpose 
the compilation of a selection of games which can be used by the secondary 
school history teacher to fit into his plan of work as he sees fit, to 
suggest purposes for which they can be used, and to make hints for their 
effective use. Most of them will be suitable chiefly for the junior high 
school level, but senior high school students should find some of them 


very interesting and worthwhile. 


OUTLINE OF PAPER 
In addition to the games themselves the paper includes several 
Supporting sections. Its total make-up is outlined as follows: 
Part I Introduction, explanation, and justification of the 
project, with suggestion for its use. 
Part II Table of contents - games classified under the 


following headings: 


4, Ibid, Pe 45. 
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A. ‘The three aims of history in which it is hoped they will 


be an aid: 


1. Acquisition of a store of historical information. 
2. Ability to use maps, charts, indexes, libraries, 


reference books, and other sources of infor- 


mation. 


3. Ability to analyze causes and results of 


historical events, and interpret and evaluste 


the effect these movements and events have had 


on the course of history. 
B. Number of players necessary; 
1. The whole class; a large group. 
2. A medium-sized group - six players or less. 
C. Length of time involved: 
1. Whole period 
2. Part of period 
D. Kinds of games: 
1. Quizzes 
2. Drematizations 
3. Active games, relays, etc. 
4, Games of suggestion; games in which the 
answers are not based on direct questions. 


5. Map location games 


6. Games that involve working with source material 


7. Miscellaneous 
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Part III The games themselves, aie rules, Pas eeecea grade 
placements, suggested uses, and list of equipment 
needed. 

Part IV Results of a questionnaire secured from approximately 
fifteen experienced history teachers to find out-how 
they use games in their history classes in those cases 
where they are used, why they use them, and their 
Opinions regarding their use. 


Part V Bibliography 


CRITERIA USED IN SELECTION OF GAMES 


To be of any particular velue to a history class, games must help 


in achieving some of the goals of the course, They also must be fun. 
These two requirements will be the chief criteria in choosing the games 
for this collection. 

In order to limit the scope of the work, only those activities 
Will be included (save for a few exceptions which will be duly noted) 
which can be carried to completion in the course of a single period, which 


Will keep most of the class busy thinking most of the time, which involve 


competition, which have a definite set of rules, and in which there is a 


Winner, either an individual or a team, which can be objectively determined. 


INCREASING PUPIL INTEREST IN GAMsS 
To the teacher who takes the most pains in setting the stage, 
figuratively speaking, for his activities is likely to go the most success. 


This is particularly true of games. A little introductory talk rendered 
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with real professional polish, along with a few properties, can do a great 
deal to stimulate enthusiasm and interest. 

Like any other school activity, an interest in games can be in- 
creased by correlating them with the pupils' outside interests. In 
October, for exemple, History Baseball in which the two sides are given 
the name of the world series teams for thet year is particularly appropri- 
ate. Question and answer games fashioned after current radio quiz programs 
to which the children listen have also proved popular. The tie-up of 
classwork with outside interests is possible only to a limited extent, 


but nearly always gives gratifying results when it can be done. 


PUPIL PARTICIPATION IN THi GAME PROGRAM 

Games give a fine opportunity for a large amount of active pupil 
participation in the classwork. They can work up the properties, make 
out the questions, end even do a great deal of the actual planning of 
the activity. Here is a chance to take care of those who are fast workers 
and need something extra to keep them busy, as well as those who do not 
particularly care for studying, but like to co things with their hands. 
Again this work of preparation mey be taken up as an assignment for the 
whole class. Or perhaps the teacher will want to make use of a combin- 
ation of the two approaches. Then when game time comes around, the 
students can well be given the responsibility of carrying the activity 
out and making it a success. The officiating, the scorekeeping, and 
the administering jobs can be done nearly as satisfactorily by them as 
by the teacher and they will get an excellent chance to acquire skills 


and attitudes which will continually prove to be of practical value to 
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them. Infact, it is possible that the skills and attitudes that the 


children develop by planning, playing, and managing these games will be one 
| of the outstanding contributions that the course makes to the growth of the 
Eat. The Department of Supervisors and Directors of Instruction of the 
National Education Association makes a statement as to what happens when, 
_"“Meny opportunities are provided to share, to plan, to discuss, to think, 

| te create, to explore, and to evaluate together", and "Each child finds 

| some area in which he can make a contribution which the group recognizes as 
| important." Then, they say, "He begins to feel a sense of belonging to 
“the group, which is a right and need that must be safeguarded for every 
“papi1."® In regard to the efficacy of the learning that is derived from 
pupil activity, The National Society for the Study of Education has this to 
say, "The work of the proponents of the activity movement soon to be founded 
upon the assumptions....(2) that each activity means interaction with the 


environment of people, things, and ideas with which he comes into contact, 


(3) that the product of this intereaction is not only a change in the environ- 
ment, but also a change in the individual, and (4) that this change in the 
individual, as the inherent effect of the experience, is the resultant 
| learning." 6 

Specifically, it seems reasonable to believe that participating in, 
Wisginc, and playing games can afford training in at least three character-— 
istics that make for well adapted individuals with well rounded personalities. 


Be Eldridge T. McSwain, "The School and Democratic Living", Cooperation: 


Principles and Practices, Yearbook of The Department of Supervisors and 
‘Directors of Instruction of the National Education Association, Vol. 11, 
Washington, D.C., 1938, P. 78. 


6. Adelaide M. Ayer, Mildred English, James F. Hosic and Lois C. Mossman, 
| "Description of Some Ways of Interpreting the Principles of Activity When 
Applying It to Schooh Work", The Activity Movement, Thirty Third 
Yearbook of The National Society for the Study of Education, Part II, 
‘Public School Publishing Company, 1934, P. 66. 
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First is handwork ability. The opportunities in this line are 
limited, but include the making of necessary properties. Making well 
something that is useful stimulates in one a feeling that is setisfying 
in itself, and may well lead to a hobby that a person can enjoy in his 
leisure time. 

Second is leadership, the development of which is limited only 
by the capacity of the pupil and the amount of opportunity allowed by 
the teacher. The child, when given a chance to direct something, is 
able to apply what he has learned about leadership in his studyof history 
and great historical figures, and then can understandingly evaluate this 
quality in these men, and others whom he will study later--in the light 
of his own experience. 

Third, and probably most important, is good sporimanship and the 
| ability to get along with others well. These activities that are mentioned 
are group activities and can attain high success only when the people who 
are engaged:inthem act in such a way that each is able to make his 
| maximum contribution, and a program is adopted that takes the best from 
each. Every effort must be made to keep differences of opinion from 
becoming arguments and disputes; they should be decided in the interests 
of the class as a whole, and the desires of the individwal-must. be 
subjugated to those of the group... A large part of history is the 
story of man's attempts to get along with one another, his successes 
and his failures, and the effect of these successes and failures. That 
we must learn to succeed is a fact that no one will deny. Until we 
learn the technique of living peaceably with those with whom we come in 


contact daily, the hopes for world peace look very dim. But when we 
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do the campaign is more than half won. 


COOPERATION 

If the teacher wishes to use the class to help him prepare the 
questions for the games or to decide what items should be included, or 
make plans for the activity, it may well be that he will decide to make 
use of discussion groups. Here is a fine chance to teach cooperation. 
One of the great needs of today is for men who can discuss things co~ 
operatively at a conference table and come forth with some concrete results, 
It is believed by some educators that this type of cooperation can be 
taught directly, and techniques for that purpose have been developed. 
Heise, in his study, has found that, "Knowledge of the technique of co- 
operation can be taught to school pupils. The gains of the experimental 
groups in comparison with those of the control groups substantiates this 
SbeerVats0a,e” 

"From the data that have been coded and analyzed it would seem that 
actual changes of performance in accordance with the Courtis Technique | 
can be eohete” The Department of Supervisors and Directors of Instruction 
of the NEA says concerning a curriculum that is interpreted as a process 
of continuous experiencing in and out of school, "The process of learning 
and living together is of paramount importance. Subject matter and 
skills are learned and used by the pupil because he recognizes their 
meaning and functional value. They help him at arriving at goals 
which he, with the help of the teacher and others, has formated as 
being significant. It becomes necessary for him to work cooperatively 


because he understands the values to be gained in working with others. 


“7, Bryan Heise, Effects of Instruction in Cooperation on the Attitudes— <= 
and Gonduct of Children, University of Michigan Press, 1942, P. 32. 
8. Ibid, p. 51. 


¥ is 


soins sata 
ey.’ 


eee 


2s. 


|This approach fosters development in self reliance, initiative, origin- 
ality, shared planning, and in democratic cooperation." 9 

Of course, these results are only proportionate to the amount of 
‘time allotted for pupil activity. Therefore if a teacher wishes to use 
games to do much toward these purpeses, he will have to plan to give more 
| time to them in his schedule than might ordinarily be the case. However, 
‘it would seem that were games used only occasionally, pupil participation 


in carrying them out would make some positive contribution to their 
| 


character. 


COMPETITION vs. COOPERATION 


There is a feeling abroad in the educational world that compe- 
‘tition which sets off the brilliance of a certain few individuals and 
stimalates interest in personal advancement of an essentially self- 
Postored nature is a thing to be avoided. For instance, we have this 
statement, "If made dominant incentives by the schools, these (awards, 
‘prizes, and honors obtainable by only a small number of pupils through 
individual ambition and achievement) are destroyers of Cooperation” ” 
“And we are not interested in destroying cooperation. Then we have 
‘this in regard to marks, "The mumber of respectable marks obtainable 
‘being limited, there develops an attitude of rivalry and competition 

| anong the pupils that is inimical to the habits and ideals characteristic 
of a society where social planning through cooperative means has been 
accepted as the most desteahieat 2 But on the other hand studies 


show that rivalry is a very effective motivator - more effective than 


9. Eldridge T. McSwain, "The School and Democratic Living", Cooperation: 
Principles and Practices, Yearbook of The Dept. of Supervisors and 


‘10. Ibid, p. 76. 
= = —Teid, Pp. 74.6 


i 
! 


‘Directors of Instruction of the NBA, Vol. 11, Washington, D.C., 1938, P.77. 
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is the desire to accomplish something by cooperative enterprise. "The 
efficiency of work (simple one by one place additions) for self was 
definitely higher than that of work for the group," ia one study has 
shown, while another report summarizes previous studies by saying that, | 
"Rivalry produced an increase in work or output in nearly all the inves- 
tigations. In the one or two cases in which rivalry was accompanied by 

a decrease, it was caused by some emotional disturbance, lack of 
sufficient motivation, or inability of the individual to register the 


effect of the motive on account of the difficulty of the material." 1° 


Following this line of reasoning, Zubin reaches the conclusion that, 

“Since general success in one's undertakings, at least in .a competitive 
society, is dependent upon the tendency to exert one's best efforts, it 
would seem desirable to provide each pupil with many opportunities for 
exerting his maximum effort and for being rewarded suitably when he —| 


so." us Classwork is the only opportunity that many children have in 


which to display outstanding ability. They probably do nvdtknow a fast 


inside curve from a forward pass, and when they take part in social affairs, 


they are likely to develop two left feet and a tongue that can say oniy, | 


| 


"Gr" and “Er ah.” But they may know the complete line of presidents in | 


order and be able to give a detailed and coherent account of present 


American foreign relations. If a history class is their only chance to 
become a bright and shining light in the school firmament, then it seems 


| 
12. Julius Bernard Maller, Cooperation and Competition, Columbia Univ- — 
sity Contributions to Education, Teachers College Series, | 
No. 384, Bureau of Publications, Teachers College ,Columbia © 
University, 1929, P. 38. | 
13. > ete A Zubin, Some Effects of Incentives,Teachers College Contribu- 
———-tiens-to-Edueation, No. 532, Teachers College, Columbia — 
University, 1932, P. le. 
14. Ibid, p. 50. 
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reasonable that that chance should be theirs. In order for a person 
to become an efficient member of society who is working toward a common | 
goal of a better world for all, a person must first develop to the satel 
his own capacities and abilities. Therefore the two attitudes are not nec- 
essarily in Opposition one to the other, but rather can and should be 
supplementary to each other. However, the author does feel very pcan! 


that pupils should learn thet they get much greater true satisfaction 


from contributing to the welfare and success of the group to which they 
belong than from catering to the interests of"number ane. It is sug- 
gested, therefore, that the major emphasis should be placed on group 
gemes in which the pupil is working to add to the team's score, with an 
occasional game involving individual competition thrown in. It is to be 
noted, of course, that even in team games the element of rivalry is still 
very much present. To have games without having rivalry is an impossibil~ 


ity. But in team gemes each individual, as has been said, is contributing 


to the good of a group and not his own aggrandizement. In this paper some 
of the games are only for team competition, othersvonly for individual 


competition, but most can be adepted to either. 


GAMES AND HISTORY OBJECTIVES 
The present writer believes that games can make a definite con- 
tribution toward furthering several of the important objectives of 
history teaching. Just what the objectives of history teaching should 
be is a question that is open to a wide difference of opinion. Horn 
states that Miller reported finding fourteen hundred objectives for 


teaching American history from current literature and other sources in 
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& paper written in 1928, for instance. However, Tryon has justified 


each teacher in using his own best judgment in setting up aims by saying, | 
“While the history teacher is waiting for the objectives in his subject 
to be scientifically determined, he will have to select from the un- 


scientifically determined ones those he thinks of most value and see that 


he accomplishes them through his teaching." 2 After having studied the 


lists of objectives of a number of authorities, this author has come to 


the conclusion that there are at least four major aims which games can help 
| 


in furthering. These four are: 


Schools listed among the objectives of history teaching the following one, 
"To furnish the opportunity fpr the students to acquire a store of valuable 
historical material.” = Since that time nearly all such lists have 
contained a similar statement. In American History in Schools and 

Colleges we read, "Facts ere important, often indispensible, but they are 
the means toward the larger objectives of history, and not the end 


themselves." 


15. 


Ie Acquisition of a store of historical information. 

II. Ability to use maps, charts, indexes, libraries, reference 
books, and other sources of information. 

III. Ability to analyze causes and results of historical events, 
and interpret and evaluate the effect these movements and 
events have had on the course of history. 

IV. Development of good citizenship. 


In 1898 the Committee of Seven making The Study of History in 


Ernest Horn, Methods of Instruction in the Social Studies, Report 
of the Commission of theSocial Studies, Part XV, Charles Scribner's | 
Sons, 1937, P. 3. | 
Rolla MiltmTfryon, The Teaching of History in the Junior and Senior 


= High Schools , Ginn-and- Company, 1921, [= ——_————E—E—E—EEE — 


| 


Ibid, Pe 215. | 
Edgar B. Wesley, Director of the Committee, American History in 


Schools and Colleges, The Macmillan Company, 1944, P. 3. | 
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These facts may include those few, a knowledge of which is neces- 
sary to a well educated person. Those found in American History in 
Schoois and Colieges that have been termed an “irreducible minimum" are 
exemples of these facts. 4 They mey also include those over and above 
such a list that the teacher feels a pupil should know at the time he 
completes his course. Among this last group the author wishes to draw 
attention to one particuler kind -- the knowledge of the characteristics 
possessed by men of historical importance and the things they did that 
made them great. The development of good citizenship has been listed 
as a worthwhile objective for a history course, and it is felt that this | 
knowledge will help toward this goal. There is no guarantee that because 
@ person knows what he should do, he will do it. But there is a strong 
possibility that not knowing what is the right thing to do will handicap | 
@ person who is conscientious about his conduct in choosing the best 
alternatives that present themselves. In regard to character education, | 
which is one phase of education for citizenship and which can best be 
taught as are a large proportion of the other phases, some people seem 
to feel that stressing individual traits, virtues, and ideals is the wrong 
approach. Dennis Clayton Troth says, “Character training which stresses 
certain abstract generalizations may well add to the confusion and dis- | 
tortion (of a complicated life situation)". e A"second type of problem 
upon which treining in traits, virtues, and ideals tends toward confusion 
rather than desirable solution is the common type in which a clash of 


21 
ideals is presented." But the present authar has always considered it | 


19. Ibid, pe 13. 
20. Dennis Clayton Troth, Selected Readings in Character Education, 
The Beacon Press Naat Silat ome: in 78. 
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@ valuable opportunity to be able to analyze the lives of publicly- 

known men, list their faults and strong points, and apply the information 

to himself. | 
Games help e person in acquiring a historical information by 


making the memorization of these facts, which have been taken up and 


discussed previously in the cless, a lot of fun. 

A large part of the knowledge a person acquires in school is as 
forgotten through lack of use. It has been said that a well educated | 
person is not one who knows a lot, but one who knows where to find any 
information he may want. Therefore it is very important for a pupil to | 
learn to use maps, seit indexes, libraries, reference books, and all 
Similar aids. The list of junior high school objectives in American 
History in Schools and Colleges includes the following: 

“Ability to interpret pictures, charts, diagrams, and cartoons. 

Study of more maps and more complex maps. 

Locating library materials and using supplementary volumes 

efficiently." 
Among those that are listed for the senior high school level is: 

“Skills in reading various types of map projection" 23 
This paper includes several games that require the application of these 
abilities. 

More important than knowing facts and where to find them, second 
in importance, actually only to the ability to use knowledge, is the 
ability to understand facts, their place in their relation to other 


facts, and all their implications. Paul Boyd has said that history 


82. Edgar B. Wesley, Director of the Committee, American History in | 


~ Schools and Colleges, The Macmillan Company, 1944, P. 78. 
23. Ibide, Ps -8le 


15 


a aie 
hae 
rw 


C 


* 
" 
are’ 


dd ool terroir ofroteld s yobtivpoa wk NObteg A aon cone ie up 
7, 


fos esvOLi Shetty To ao lte shicw ota ae, A Sil, " 
Re She eee 


rIOos Bs . to one nt Yiatos hd | ‘pose vse bh 
Oe eae 
ane 0 
nous af Loofes, af serivovea LOLI & he Lworl én) 10 dae a. nat ke ate my 
ie ite eyl ( 
bevsovhe few ao Ulex nesd eed tE  .eew Go aieek scone seis oa } 
Bit “a 
bg 


aword offs enc Jon eb neense 


OF LsGUG 4 TOL trmdaogel wier ei Sf etoberées tiee Yen én s ng ize SnD, 
| 7 i j 

‘ We ‘i 

ie DIS pEROCE ootetetor .gelineidhl ,soxsbeh ,advtade req 8m out © $ mel 
if [ at a 


nagyinuema nt sevisoetde Ioaioe detil oe inet, to: vehi’ eat -ebla-wethate 


t. d+ pat 


er - % r Som a #7 fn nade oS 
é LWOLLOT oft -COULMIL BoRel loud bps BLfeosio’ wh te 


Pry ae 


-BHOOTICS hie «ametsge f ? rian ,emriunselg terietat © sipdae 
Aga xelggog sxom -osA agen eto <0 vase aye 
: i 
wT WV WTA Trenetggge ates bie efelteiag Viswil siseeat ae 
S& oy (ha 
eg ie? 


tei level Loonve duid rofges edt 70% vedetl ete swsith. ea 
Ge 


pave idsst ota Gf0i. 15 asoyr eros LOY Sa) aot ak alee 


Sseoit te aoltuotioga oils etiipel tedd eomeg Lsiewee ssautoat ae 
4 , 
\ ' le. Mi gen 
- An a) Wibber eho he bite aa 


, Sowoos «Ment bal: of eradw hes edost ei tens aasteaad ra 
! 7 ; mr 
| iy @f ,egbelword seu o¢ wititids pe ot we ° Piaoy ea 


ma 


a 


é 


+ Homecare be stout et 


gaa ae nga oa hi 


on 


4 


in Schools and Colleges has made a test which they feel tests under- ! 


24. Paul P. Boyd, “Times Test and Our Public Schools" , School and Societys — 
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should give a picture of society as it has developed through the ages, 
and give the individuel a sense of his place in that society. Among 
the desirable outcomes of history he has listed understanding and habits 


24 
of critical thinking. The committee that produced American History 


standing, and requires a drawing of comparisons, a making of interpreta- | 
tions, and an analyzing of causes and results, among other tinea In | 
other words the questions require not only memorization but the ability | 
to use some of the higher mental processes. Many questions which are | 
used ordinarily to review subject matter after the material is taken up 
can test reasoning ability if asked after the information necessary to 


answer them is studied but before the question itself has been answered | 


directly. This writer believes that games which make use of such questions, 
the same games that are used for drilling and reviewing that adapt them- | 
selves to this type of question, will help in developing the ability to 
think on a plane higher than mere recall and recognition. 


The development of good citizens is not an aim, the advancement 


of which the author intends to recommend by the use of special games 


designed for that one purpose. Rather he would only express the opinion 


that the instructor can teach citizenship as it is involved in character 
building and learning to work together efficiently by the proper handling 


of the game program as a whole. 


A WORD OF CAUTION | 


A word of caution should be interjected at this point. Because 


| 
gemes are an activity which allow more classroom freedom than is ordin- | 
| 


57: 620-23, May 29,1943. if 
25. Edgar B. Wesley, Director of the Committee, American History in Sch¢ ols 
and Colleges, The Macmillan Company, 1944, P. 4. | 
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arily the case, care will have to be taken to see that things don't get 
out of hand. ‘The author still has a valid memory of being called out 
when playing History Baseball because he pronounced the name of the city 
of Worms as an angle worm gets its name pronounced after the teacher 
had carefully explained that the "w' had a "v" sound. At the time it 
was most embarrassing, but undoubtedly the teacher did the proper thing. 
There were no more attempts to amuse the class with ill-advised attempts 


at humor. 
A FINAL WORD 


It should be emphasized here that no attempt is being made to 
argue for a "zame" method of teaching history. In fact, a very small 
proportion of the class time throughout the year will be spent on games, 
probably. Rather an attempt has been made to show that games, when 
used judiciously and with discretion, can be a very valuable part of 


the overall history program. 
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Table of Contents of Games. 


In the table of contents the games are arranged according to 
kinds. By the use of columns at the left they are further classified 
in three different ways. 

In Column A they are classified according to the objectives of 
history which they are designed to help further. The interpretation of 
the symbols found in this colwm follows: 

1 - Games which aid in the acquisition of a store of historical 


information 


2 - Games which help in mastering the ability to use maps, charts, 
indexes, libraries, reference books, and other sources of 


information 


3 = Games which help in mastering the ability to analyze causes 
and results of historical events, and interpret and 
evaluate the effect these movements and events have had on 


the course of history. 


Column B indicates the size of the groups which it is felt can 
derive pleasure and benefit from the game. ‘These symbols are interpreted 
as follows: 

L - A large group - the whole class 
M = Medium-sized groups; seven to twelve players 


S - A small group; six players or less 


Column © indicates whether the games will take a whole period, 


only part of a period, or either. The symbols found here are W, P, and 
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WP which mean: 
W- Game takes a whole period 
P - Game takes only part of a period 
WP - Game can be used either for a whole period or a part 


Or it. 


The classifications in Columns Band C were determined on a sub- 
jective basis - in most cases the judgment of the author largely. ‘They 
apply only generally and do not make allowance for individual differences 
in classes. Furthermore, the teacher, by making changes here and there, 
can in many cases adapt these games to a wider variety of situations 
than is suggested here. However, the process of classifying was based 
on a few simple criteria. 

In Column B the main consideration was the actual number of 
players that the mechanics of the game required to carry it on. ‘the 
matter of confusion is of some concern here, too. Then it was felt 
that some games require the presence of a large number to keep up the 
interest. A football game in history doesn't seem very much like a 
football game with only three players on a team. 

When classifying the games as to the amount of time during the 
period which should be devoted to them, those games that involve a 
set dialogue and those that entail the repetition of a simple pattern 
of steps were listed among the ones that should be planned for only 
part of a period. However, most quiz games based on the question and 
answer technique, and games that require vigorous thinking are generally 
good for a whole period. Another factor is the number of players in- 


volved. If there are only a few, the game may exhaust itself before 
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the period is completed. 
Kinds of Games 
Games that involve working with source materials 
Treasure Hunt 
Scavenger Hunt 
Library Treasure Hunt 
The X Game 
Location 
Games of Suggestion 
Beano 
Progress 
Keeping Up With the Times 
Who Is It 
Alphabet 
Googenheim 
Alphabet Soup 
Who Am I 


Quizzes 
What Happened Here 
Chits 
Radio Quiz 
Name The Picture 
Bulletin Board 
Stump The Teacher 


Slogans and Quotes 


VM -M_ VU ON 


Ee 
~” 
v Vw 4+ 8 


LMS 


LMS 


qq ys wo Wd a Ve | 


io, 


21 


22 


17e 


¥ 


add dt l¥ qt am. 


me o. 
C799 
ie hs 
Hi 


a 
. i 
\ 


ee 
ele 
> ; me ‘thd 


ry ed 


; ae La Fy 
etssgeed os 


quod, ‘tosis fh 
‘ ay fee om “3 


17a 


Place Tag 2 LMS P 62 
Football 1-3 «LM W 58 
Spelling sf LMS P 57 
Pins il LM P 56 
Don't Muff It 1-3 LMS WP 55 
Great Men i IM WP 40 
Up Front 1 L WP 41 
Do You Know Me it IMS WP 59 
fry For Five 1 LM VP 42 
Picture Quiz 1 IMS P 43 
Doers and Deeds 1 LM WP 54 
Ladder Game 1-3 «LM W 44 
Stump The Man Up Front a L ¥P 45 
Quizmas Tree 1-3 =6LM W 46 
Through The Line 1-3 = MS WP 47 
Baseball 1-3 =IM W 48 
Wheelright Game 1-3 IMS Ff 49 
Elimination i L P | 50 
Steps ul IMS P 68 
Dramatizations 
Dramatizations and Debates 1-3 LM W 33 
Active Games 
Name Toe Relay 1 LM P 63 
Matching Relay 1 LM Po +64 


Causes and Events L L P 65 
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last Letter Contest 
Character Sketch Relay 


Have You Been To Yesterday 


Map Location Games 
Paste It On 
Lotto 
Where Is It 


Map Partners 


Miscellaneous Games 


Story Finishing 
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Games 


The games are divided into two groups =- those for both 
the junior and senior high school, and those for the junior high 
school alone. Those that entail dialogue or procedure that in 
the subjective opinion of the author the senior high school pupil 
would feel was juvenile and beneath him have been restricted to 
the latter group. 

No more than a bare account has been given of each game 
because it is expected that each teacher will adapt them to his 
own needs. However, a sample procedure will be found on the next 
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A Sample Procedure 


Name The Picture requires the collection of a set of current 
news pictures. Appoint a pupil committee to supervise the collecting 
of the pictures and to select those that are to be used in the game. 

In order to make this selection some criteria will have to be 
set up, and the pictures will have to be chosen on that basis. This 
gives an opportunity to provide training in cooperative discussion 
techniques. Have the committee meet, and attend yourself so that you 
can make suggestions for improvements in their method and procedure 
as the occasion demands. 

After the selections have been made, the identifying remarks 
will have to be removed, and the pictures will have to be mounted and 
numbered. Assign this job to the pupils who need something of this 
kind to do. 

At game time direct the selection committee to post the pictures 
around the room. 

Have the pupils pass from picture to picture, writing on a sheet 
of paper an identification of each. The committee then collects and 
scores the papers, and determines the winner. 

Leave the pictures on display in the room for a few days. Then 


give them to the pupil who has won the game as a prize. 
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Gemes For Junior And Senior High Schools 
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Scavenger Hunt 


Divide the class into groups of two each. Provide each 
pair with a set of questions for which they are to find the answers 
by using reference books,other texts and their indexes, maps, graphs, 
charts, card catalogues and other sources of information. The pair 
having the most correct answers at the end of the period is the 
winner, 

This game requires that either arrangements be made with 
the librarian for such an activity, or there be a sufficient mumber 
of books in the classroom for all to be able to find something to 
work with without having to wait. 

Equipment needed - Sources of Information 


Questions 


Can be used to - Provide training and drill in 


the use of sources. 
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Library Treasure Hunt 


Before game time hide a prize, and place clues for the hunt 
in reference books in the library which are connected with the course, 
and with which they are supposed to be acquainted. These clues will 
be in the form of questions for which they can find the andwer in 
these books. If the answer can be found in several books, the clue 
should also contain a hint which would indicate just which book is 
intended. Once the answer is located in the right book, the con- 
testant will find another clue inserted in the book at that page. 

The first individual or pair, whichever the case may be, to find the 


treasure, gets it as a reward. 


Things needed - Prize clues 
Can be used to ~ Provide training and drill 


in the use of sources 


Suggested by William H.Cartwright, Jr., 


Assistant Professor of Education, 
School of Education, Boston University 


t i : vie 


be 


fe pol 
win Siveset, Vie Oth, 


josd afd tot senin asoeto Os .6siio s abit arts ok o cote ae 
ri } 
soars edd tlw Redacceo ete doidw yuedél any mt gatood conveaters 2: 
Igi urfo sae: ‘ Ja teooss ed of Beaoggtra ete yond sfetina i tw bus 
et rh sa oct bait nes yor doliw tot acoligergn 6 mrot ont mt ed 

aa ir 


ufo odd ,soood fetevea al basct.o¢ mao twats end Ti sexood saesit 
svcod dstdw tect stectbat 5isrow dofey iatd a otesaco cele Bieode 
econ ef? ,2loed roe eit ct hbotsool af teweda oft soa0 -bebrodini 
soo dent ta scod aft at Satteent acto todions ant: Lt ftw tanteos 


ett ot .ed yam aens add tevedolds .tleq 10) fecbivion£t Jer? sat - 


-5tewet a en tf estes ,.siursrex 


torfo es itd a S5ebeon esotnt a 
i : } el 


od Soag ed cad ° 


The X Game 


Divide the class into groups of about four players 
each. Provide each group with a map, a graph, or a chart, and 
a set of questions, probably ten or so in mumber, which can be 
answered by studying the map, the graph, or the chart. Seta 
definite time limit for the length of the game and then start 
them off. The group which gets the most correct answers in 


the allotted period of time is the winner. 


Things needed - Maps, graphs, or charts 


Can be used to = Provide drill in the use 


of maps, graphs, and 
charts 
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Location 


Divide the class into small groups. Provide each group 
with a copy of amap. Give directions for locating some place on 
that map that entails using latitude and longitude lines, scale of 
miles, natural features, and anything else found on or with the map 
that would help in finding a spot. The group first finding the right 


place wins a point, and the group finding the most places first wins 


the game. 


Equipment needed ~ Maps 

Can be used to ~ Provide drill in 
using natural 
features, map aids, 
etc. to locate 


places. 
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Treasure Hunt 


This is a good geme for an outing or a picnic, and is designed 
to bring home to the pupil the usefulness of a map. Choose a 
committee whose duties are the hiding of objects in the area chosen 
for the outing, and the making of maps showing the location of these 
objects,At the time of the outing divide the group into small parties 
and give each party one of the maps. The buried object will be the 
prize for the party when it finds it. A prize may also be given to 


the party who finds its treasure first. 


Equipment needed ~ Objects to bury; Maps 


Can be used to - Teach the value of a map 


Adapted from: Lenore Middendorf, "The Treasure Hunt" in 


"Ideas to Try", The Grade Teacher, 56:69, April 1939. 
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Beano 


Mark sheets of paper off into rectangular sections. In each 
of the sections write the name of some event. On little slips of paper 
write the name of some person connected with each of these events. 
Also have a bunch of cardboard counters for the players to put on the 
sections as the occasion arises. The leader shuffles the slips with 
the people's names on them in a box, then picks them out one at a time 
and reads them off. The players who have on their cards (which are 
not identical) the event connected with that person, place a counter 
on the space in which that event is written. When any player has 
counters on every space of any line of spaces, that goes through the 
center of the card, he shouts, "Beano", and is declared the winner. 

Related categories other than people and events can be used, 


@eg. events and causes or results, events and places, etc. 


Equipment needed - Sheets of paper divided into sections 
in which are written some events. 
Cardboard counters 
Slips of paper on which are written 


people's names. 


Can be used to - Review lives of historical characters 


and their acts. 


Suggested by Mary Sullivan, Elementary 
School Teacher, Watertown, Massachusetts 
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Who Is It? 


One player thinks of a historical personage. The others try 
to find out who this person is by the process of elimination, asking 
questions that can be answered, "Yes" or "No." The player making 
the correct guess then thinks of a person whose identity the others try 
to guess. 

As a rule no winner is determined for this game. Rather, the 
players feel amply rewarded when they have made a correct guess 


and have the privilege of thinking of someone. 


Equipment needed - None 
Can be used for = Review of lives of 


historical personages. 
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Alphabet 


Have each player write at the side of his sheet of paper the 
letters of the alphabet. At a given signal have them write after 
each letter the name of some historical character whose name begins 
with that letter, and an important fact about that character. ‘The 
person first filling in all the letters, or the one filling in the 


most letters in a given time, is the winner. 


Equipment needed - None 
Can be used to - Review lives of historical 


personages 


Suggested by Pearl Fickett, English 


Teacher, Gorham Maine Senior High 
School 
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Googenheim 


Have each player divide his paper into rectangular sections. 
Above each vertical row of sections have them write the name of some 
category, such as inventors, battles, presidents, etc. At the left 
of each horizontal row have them write a letter of the alphabet. The 
purpose of the game is to fill in each square with a name that con- 
forms to the category and begins with the letter that that particular 
section requires. The person, or pair if the group is working together 
in groups of two, who first fills all the sections or who fills the 


most sections in a given period of time, is the winner. 


Equipment needed - None 


Can be used for = General review 


Suggested by Pearl Fickett, English 
Teacher, Gorham, Maine, Senior High 
School, 
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Name the Picture 


Make a collection of current news pictures, removing all 


identifying remarks. Number them individually and place them on dis- 


play in the room. Then have the pupils try to identify them. ‘The 


one identifying the most is the winner. 


Things needed - Current news pictures 


Can be used to - Study current events 


Adapted from: E. Ellis Graham, "Identifying Personages" 


in "Ideas To Try", The Grade Teacher, 56:68, April 1939. 
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Bulletin Board 


Pictures, short or quickly understood articles, cartoons, and 
other pertinent items of current news interest are displayed on the 
bulletin board for a week. During that time attention is called to 
them and they are discussed. At the end of the week any quiz game 


may be played with this material. 


Things needed - Current news items 
Can be used to - Study current events 


Test reasoning ability 


Adapted from: Ethel May Taylor, "That Current Events Class", 


The Grade Teacher, 63:64, November 1945. 
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Stump The Teacher 


This game is played by having the pupils ask the teacher 
questions. Por every question he answers correctly he gets one point. 
For every question he misses the class gets fifteen points. At the 
end of the game the points are added to see whether the teacher or 
the class has won. 

(The number of points awarded the class for each of the 
teacher's errors should be adjusted before the game starts to corres- 


pond to the ability of the class.) 


Equipment needed - None 


Can be used for - General review 


Suggested by Lawrence Fickett , Principal 


Frederick Robie Junior High School, 
Gorham, Maine 
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Slogans and Quotes 


Make a collection of pictures which can be used to illustrate 
slogans and quotations which appear in history. Mount these pictures 
and underneath each write the slogan or question which it illustrates. 
Number the cards. To play the game pass the cards around the room 
and have each pupil write on a sheet of paper one sentence naming the 
author and describing the circumstances under which the quotation was 
first stated, or stating the reason for which the slogan was used. 


The pupil making the most correct answers wins the game. 


Things needed - list of Slogans and quotations 
Pictures illustrating these 
slogans and quotations. (These 
are not essential but add to the 


interest of the game.) 


Can be used for - General review 


Adapted from: Jo Costa, "Picture Quiz on American 


History", The Grade Teacher, 61:15, February 1944. 
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Dramatizations and Debates 


The winners of a debate cannot be determined entirely object- 
ively, nor can the winning troup among those that have put on an 
historical dramatization. But debates and dramatizations are inter- 
esting activities, and a winner can be picked out by a board of 
judges or by the applause of the audience. Hence they are included in 


this paper. 


Equipment needed - Dependent on the nature of 


the dramatization 


Can be used to = Review 


Develop reasoning ability 
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Paste It On 


Have each pupil draw an outline map of the area being studied. 
Write a list of historical places located in that area on the board. 
Have each pupil write these names on individual gum labels. At a 
signal have them start pasting these labels in the proper place on 
the map. 
Those getting all of their labels - or the most - in the 
right place according to the judgment of the teacher or a "board of 


experts" are declared the winners. 


Things needed - Outjine maps 
List of places 


Gum labels 


Can be used to - Review place locations 


Suggested by Harriet Trask, History Teacher, 
Gorham, Maine, Junior High School 


we 
-* 
ow 
. 
; + =o > . iw 2 
« - ~ pe 
e ad ave 
ss A ‘2 . 
s ds abd L 
r r fr oT - 
Fae MOd 
ari? - f 
te al Al . 
w LSU 


Am), | 


i 
7 6, Ren 


waib tteg tose evel 


adj to gem eaiftro as 
ae 
sa? of Betecol aeenalg Inoltote hi to geil 5 etici 
ge Lorbiviiat ao semeas Sesdd etitw Iigug doge svel 
it ak efedal sesdt soizaaa tigte medt eved Lents 
Gem ode 
1 ~- afedef tteds to {Te aatties, saodT 
igaet odd to trangbst sod of satiteoos soafe sifeit 


aToan iw efd hetefoeh eta “etteqxe 


oshsen enatal 


35 


Chits 


Write questions on slips of paper. Pass these out to all 
the players. Divide the group into teams. Ask the children of each 
team alternately and in order to answer their questions. If they 
do, their side retains the slips. But if a player misses, the next 
in line on his team gets a chance to answer this question. If he 
succeeds, that team still retains the slip. But if he doesn't, it 
is put in a box and is later assigned for further study. 

The team which at the end of the game has the most slips 


is the winner. 


Things needed - Questions on slips of paper 


Can be used to = Review 
Test reasoning 


ability. 
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Progress 


Divide the class into groups of four each. Provide each 
group with a set of alphabet cards. At a given signal the leader 
names some category such as inventors, battles, frontiersmen, etc. 
The members of each group try to name an item in that category, the 
name of which begins with the letter then on top of their stack of 
alphabet cards. The first one doing so gets that card, then the group 
goes on to the next letter. When all twenty-six cards are used, the 
two in each group who have collected the most cards go on to the next 


group, a new category is named, and the game goes on. 


Things needed - Sets of alphabet cards 


Can be used to - Drill in the classification of 


persons, places, and things. 


Adapted from: George J. Miller, Activities in Geography, 
McKnight and McKnight, 1937, P. 16, 
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What Happened Here 


The class is given a list of the locations to be included in 
this game, and are told to find all they can in the way of historical 
information about them by using reference books, other texts, etc. 
When the day of the contest arrives, the group is divided into two 
teams. Alternately each team sends a player to the map who tries to 
find a place when an important historical fact about it is given, As many 
as three hints may be given. If only one hint is needed, the player 
at the map collects three points for his team; if two hints are needed, 
two points; and three hints, one point. The team garnering the most 


points is the winner. 


Equipment - Large map 
Can be used to - Review historical places and their 


location 


Adapted from: Hazel Mortimer, "Teaching map Locations" 


in "Ideas to Try", The Grade Teacher, 51:12, November 1933. 
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Radio Quiz 


Quiz games may be fashioned after radio quizzes which are 


currently popular. For example: 


1. eBr.ckie® 
One question master queries members of the audience 
who are picked out for him by his helpers. Prizes are 
given for each question answered correctly. (These prizes 


may be very insignificant in value). 


2. Information Please or Quiz Kids. 
A panel of “experts” undertakes to answer all questions 


put to them by the audience. Anyone who can stump them 


may be given a prize. 


3. Battle of the Sexes 


Boys are pitted against the girls, the side answering 


the most questions being declared the winner. 


(In cases number one and two no individual or group is 


declared the winner. Rather each is pitting his wits against 


others). 
Equipment needed - Home made microphone and other stage properties. 
Can be used for - General review 


Test reasoning ability. 


Adapted from Florence Anderson, "Quiz Contests" in "Ideas to Try", 
The Grade Teacher, 57:56, June 1940, 
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Keeping Up With The Times 


Two teams are chosen. A player, first on one team then on the 
other, is given the name of a person or a place. The player mst give 
a current fact concerning the person or place mentioned. ‘The team 
receives one point for each correct fact, and the side having the 


highest score is declared the winner. 


Equipment needed - None 


Can be used to = Emphasize current news 


Adapted from: Davis, Preston, "Current Events", The Grade 


Teacher, 48:720, May 1931. 
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Great Men 


First have the class discuss the question of what factors con- 
stitute greatness. Then have them make up a list of people studied in 
history whom they think deserve to be called great. Each pupil is 
then asked to make up three questions about each of the men on the list, 
so worded that the man's name is the answer. Pick out or have the 
class pick out the three best questions on each man. Write these 
questions on individual tagboard cards with the answer in the lower 
left hand corner. 

To play the game the leader shuffles the cards and asks the 
questions of the pupils in order. If one person can't get it, it goes 
on to the next one. The person giving the correct answer gets the 
card and the one getting the most cards wins the game. The group may 
be divided into teams, in which case the group getting the most cards 


between them is the winner. 


Equipment needed - Question Cards 


Can be used to - Review lives of 


historical characters 


Adapted from Kathryn Korstange, "A History Review", in 
"Ideas To Try", The Grade Teacher, 53377, February 1936, 
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Up Front 


Two sides of six each are chosen to go to the front of 
the room. The children who are not on one of these sides then ask 
questions of the members of these teams alternately and in order. If 
the question is answered correctly, the side of the person answering 
it gets ten points. If not, the person. asking the question replaces 
the one who failed to answer it at the front. The team getting the 


most points wins. 


Equipment needed - None 


Can be used for > General review 
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Try For Five 


Every pupil writes three or four questions, all of which are 
pat in a box. ‘The group is divided into teams, each of which starts 
the game with a hundred points. Each player, before reading his 
question, states how many points he is going to try for. If he 
answers his question correctly, his side gets credit for that number 
of points; if he fails, his side loses that many points. The team 
getting the most points is the winner. This game has as an ad- 
vantage the fact that the same question, written in different ways, 


appears several times. 


Things needed - Questions 


Can be used for - General review 


Adapted from: Sister Stella Marie, "A History Quiz" in 


"Teacher's Help-One-Another Club", The Instructor 


51:52, September 1942. 
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Picture Quiz 


Historical pictures are placed on display in the room, 
A pupil starts the game by asking a question about any of the 
pictures. The pupil who answers the question correctly gets a point 
and the privilege of asking the next question.At the end of the 


game the points are added up, and the pupil having the most wins. 


Equipment needed - Historical pictures 


Can be used for - Review 


Adapted from: Sophia Sollors, "An Art Game" in "Teachers: 


Help-One-Another Club", The Instructor, 51:59, November 1941. 
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Ladder Game 


Draw two ladders on the board with four rungs on each. 
Divide the class into two teams. The teacher or a leader from the 
class asks questions of the members of the class. If a pupil answers 
his question correctly, his initials are put on the bottom rung of 
his team's ladder; when he answers a second question his initials are 
put on the next rung, and so on. If some one is really good and 
answers five questions his initials are put on top of the ladder post. 
At the end of the game the winner is determined by a scrutiny of the 


two ladders. This can nearly always be done at a glance. 
Things needed - Two ladders drawn on the blackboard 
Can be used for - General review 


Testing reasoning ability 


Suggested by Harriet Trask, History Teacher, 
Gorham, Maine, Junior High School 
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Stump The Man Up Front 


Two teams are chosen. Since it is necessary for each player to 

know what side everyone else is on, it is suggested that the boys 
play against the girls. Two members from each team stand at the front 
of the room. These pupils, in order, and alternating teams, call on 
members of the opposite team at their seats. These people then ask a 
question of the one who has called on them. If the person at the front 
of the room answers the question correctly, his side gets a point. 
If not, the person who has asked the question answers it and replaces 
the person who failed at the front of the room. This, of course, 
means that one side has three players at the front of the room and the 
other side only one. Therefore it is up to the latter to get a second 
Player at the front again just as soon as possible. 

If by chance the player who wrote the questions gives the wrong 
answer too, then the first person to notice this error may answer it 


correctly and go to the front of the room. 


Equipment needed - None 


Can be used for - General review 


Suggested by Myrtle Storer, Student, 
School of Education, Boston University. 
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Quizmas Tree 


At Christmas time when the tree is being trimmed have the 

pupils make some paper balls and stars for decorations - an equal 
number of each. On the back of each paste a question. When it's time 
for the game, divide the group into two teams - the "balls" and the 
"stars", Have the "stars" go to the tree one at a time, remove a 
star, and answer the question on its back. Each question answered 
correctly is a point for that team. Every alternate turn have a "ball" 
go to the tree, remove a ball, and try to answer the question. ‘The 


side getting the most points is the winner. 


Equipment needed ~ Paper balls and stars for 


the Christmas tree. 


Can be used for ~ General review 


Testing reasoning ability 


Adapted from: Lois R. Boli, "A 'Quizmas' Tree" in"Teacher's 


Help-One-Another Club", The Instructor, 54:42, December, 1944, 
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Through the Line 


Players are formed ina line. The first three gather around 
a leader, who asks a question. ‘the first of the three to answer it 
seucketia gets a point and goes to the end of the line. The first 
Player in the line then takes his place and a question is asked of 
this group of three. The game continues on in this way. ‘the pupil 


collecting the most points is the winner. 


Equipment needed - None 


Can be used for = General review 


Testing reasoning ability 


Adapted from: Ruth Funderburg, "Card Drill" in 
; Teachers' Help-One-Another Club", The Instructor 


55:53, January 1946. 
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History Baseball 


The players are divided into two teams. Three bases are desig- 
nated. One side "Comes to bat" first. Their "lead-off man" tries to 
answer a question put to him by a "pitcher" from the opposing side or 
by a leader, or one which he picks out of a box. If he succeeds, he 
goes to first base; if not he is called out. When a second question 
is answered correctly, the player on first goes to second, and so on. 
If a runner gets to third base and then a question is correctly 
answered, he takes his seat, and his side is credited with a run. 

When three outs have been made the base runners take their seats, and 
the other side "comes to bat". ‘The side getting the most runs during 


the course of the game is declared the winner. 
Things needed - Prepared questions 
Can be used for - General review 


Testing reasoning ability 


Suggested by Sue Coffey, History Teacher, 
Pomeroy Junior High School, 
Pittsfield, Massachusetts 
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Wheelright Game 


Draw a wheel on the board with enough spokes so that each 
Player has one. Give each player a number. Read a question, then 
call a number. If that player gives the right answer, add a bar 
crosswise on his spoke; if he misses, erase a portion of the spoke. 
A right answer given later on will restore a portion of erased spoke. 
The object of the game is to keep the spoke intact and add bars to 


it. The pupil who most successfully does this is the winner. 
Things needed - Wheel with spokes drawn on the 
blackboard 
Can be used for - General review 


Testing reasoning ability 


Suggested by Harriet Trask , History Teacher, 
Gorham, Maine, Junior High School. 
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Elimination 


Have the pupils write questions with accompanying answers. 
Choose two sides, having as captains two pupils with high class 
averages. The captains alternate in reading questions for the other 
team to answer. If the player for whom the question is intended can't 
answer it, it goes to the captain of his team. If he can't answer 
it, it then goes down the line of players of that team until someone 
does answer it. All players except the captains who fail to answer 
the questions correctly are eliminated. The team standing the longest 
wins. 

(A bad feature of this game is that those who are eliminated 
are likely not to be too greatly interested in the further progress of 
the game, and therefore will have to be taken care of in some other 


way.) 


Things needed - Questions with answers 


Can be used for - General review 


Adapted from: Isabel Gallager, "A History Quiz" in 


"Teacher's Help-One-Another Club", The Instructor, 50:50, 


March 1941. 
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Lotto 


Divide a map of the area being studied into sections. Names 
of cities, mountains, rivers, bays, and other places which figure in 
the history of this area, - the same number of places for each 
section, - are printed on small cards 1% x1 1/4". A leader is picked 
who deals out the sections to the players and shuffles the small cards 
in a box. He then draws out the small cards, one by one, reading aloud 
the name of the place thereon. The players study their sections in an 
effort to locate the place; when anyone succeeds, he gives its 
location and one historical fact about it. If his answer is correct, 
he gets the small card and places it over the mame of that place on his 
map. The first player getting all the small cards available for his 


section wins. 


Things needed - Map sections 
Small cards 1" x 1 1/4" 


Can be used to - Review historical places and 


their locations. 


Adapted from: Fairolia Weaver, “Geography Lotto Games" 


in"Ideas To Try", The Grade Teacher, 48:400, January 1931 


Soston University 
School of Education 
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Where Is It 


Divide the group into two teams. Number each child, making sure 


thet each number used is represented on each team. The leader calls 


the name of a place and a number. 


try to find the place on the map, the first one successfully locating it 


getting a point for his team. 


The players having that number then 


Equipment =- Map 


Can be used to - Review or teach the location 


of historical places 


Adapted from: Emily W. Hlmore and Marie L. Carns, Educational Story 


Plays and School Room Games, A. S. 


Barnes and Company, 1926, /2¢ 
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Adapted from: 


Map Partners 


The players are grouped in pairs. A leader calls out the 
name of an historically important place and each player attempts to 
find it on a map before him. (Each pair has a map). ‘The first 
player of each pair to find the place gets a point. The highest 
scorer in each pair is a winner, and the player getting the most total 


points may be called the grand winner. 


Equipment needed - Maps for each pair 


Can be used to = Teach or review place locations 


Ethel Johnston, "Motivating Map Study" in "Ideas to Try", | 


The Grade Teacher, 61:50, April, 1944. 
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Doers and Deeds 


On one set of slips write the names of inventors, political 
leaders, reformers, and other historical characters. On a second set of 
slips write the name of the invention, bill, reform or other deed for 
which the person is kmown. Distribute the slips with the names on them 
to one team, those with the deeds on them to the other team. The game 
starts with the first player on the side having the slips of deeds 
reading what is written on his slip. The player on the other side who 
has the slip with the name of the person connected with that deed on it 
then reads that name and keeps his sated If the player having the 
right slip doesn't know it, the side with deed slips is given the oppor- 
tunity to name the person. If they do, they capture that name slip. 
Next, the first player on the side having the names slips whose slip 
hasn't been used reads what is written on his slip, whereupon the player 
on the other side having the slip with the deed connected with that name 
on it reads it or runs the risk of having it taken away by the other 
team. The game continues on in this way with teams alternating, until 
the slips are exhausted. The team finishing the game with the most 
slips is the winner. 

Things needed = Slips with names or acts written on them. 
Can be used to ~ Review the contributions of historical 


characters. 


Suggested by Harriet Trask, History 


Teacher, Gorham, Maine 
Junior High School _ 
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Don't Muff It 


Divide the group into teams. ‘The teacher or a leader throws 
out a question to the whole group The player first answering it 
correctly gets a point for his team. The team scoring the most points 


is the winner. 


Equipment needed - None 
Can be used to = Review 


Test reasoning ability 


Suggested by Josephine Albisetti 
History Teacher, Framingham, Massa~ 
chusetts Junior High School 
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PINS 


This game can be played when comparing geographical areas 
in some particular respect, for example, the North Amercan Colonies 
of France, Holland, England, and Spain. Make out a list of the 
things that apply to these areas. Write them on individual slips 
and stick pins through them. Pass these out, giving an even number 
to each team. The players then stick these pins in the right place 
On a bulletin board map. Each correctly placed pin counts a point 
for the team of the player that put it there. The team putting the 


most pins in the right place is the winner. 


Equipment needed ~- Bulletin board map 
Slip of paper 
Pins 


Can be used to - Compare geographical areas 


Suggested by Josephine Albisetti 


History Teacher, Framingham, Massachu- 


setts, Junior High School 
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SPELLING 


The teacher or leader starts the game by spelling the name of 
some person, place, or thing that is connected with the history course, 
then calls on some pupil. The pupil pronounces it and uses it ina 
meaningful sentence. He then spells another word and calls on a 
Second pupil. This pupil pronounces this word, uses it in a sentence, 
and calls on a third pupil. And so on. Hach pupil gets one point for 
@ correct pronunciation, one for an acceptable sentence, and one for 


@ correct spelling. The pupil getting the most points wins the game. 


Equipment needed - None 
Can be used to - Review persons, places, and things, 


with emphasis on pronunciation and 


spelling 


Adapted from: George J. Miller, Activities in Geography, McKnight and 


McKnight; 1937, P. 1. 
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FOOTBALL 


Mark off a gridiron with yard lines on the board. Prepare © set 
of questions and assign to each a yardage value. Divide the group into 
two teams. One team starts the geme by receiving the ball. A member 
of that team is asked a question. If: he answers the question correctly 
he advances the ball for his teem as many yards as that particular 
question is rated. his team holds the ball until some member of it 
misses his question, when the other team gets the ball. When one team 
crosses its opponents goal line, it is credited with a touchdown. It 
is suggested that each of the four quarters be played on different 
days and that some of the missed questions be asked again. The two 
teams alternate receiving the ball at the beginning of each of these 


quarters. While the game is being played, it is suggested that all the 


players except the one answering the question be allowed to refer to notes 


and books. 


At the end of the fourth quarter, the team having the most touch- 


downs is declared the winner. 


Things needed - Gridiron drawn on board 


Questions with predetermined yardage ratings 


Can be used to - Review 


Test reasoning ability 


Adapted from: Katherine Perrine, "They Play Football in Class", Social 


Education, 8:355, December 1944. 


58 


nOLtb its 


- vr . a ne : wee bee oy . 
tis de ebivaG o@li Luv. BMS . & RoUBo OF J ey Car OS oho Eyteup 


Lc th elas 


t 
"teartem « lisa 6: scalyisset vd eran edd edters gent end sotset owt 
6 a 
RUA 
; f . * o J 
Viddets048 oo ffPeunm end oieekive ot ¢ SV. IOUS & DOmen aL ses Yerit Lo. 
+ ; 


Mf2q TSH £4 EOLSY Vat Gh. Maan ati wor Lied ens @edruse he: od ok 


: | | a ae 
dasa goon Livi Lind eft ebfed mass, efe® “.beseg ef nol isueup 
j -ifed Fs poy teizto sit god :notseesp ein 2 
TL .mWondopot so aviw Sexioets el tL -entl Léog etaendaqgo art nesdiia 


« y ¥ 7 
NerTeli fh ao peysigq ed etedieyp +ycol) oft to. Aoad Fens, beteonaue af 
* 


Ws eft] silege bedas ed enolteenp heea fi ent 16 smoke Fads pris gee 
: , 
ae 

evens 16 age To nutnetasd ont te (fed ext no tetener sienred ie: spot a 


iv 


ta ke vd hy ag eed ied ek’ at reas A r “a Heo 4 
~ pel Lif wakes +) oh * { ie : J ot ? 7 _é ay, £00 6f SLL ert oLtAW seitsd 


me 


3 T9Tet offs 6a noltaoup edt anixewess enodeds tysoxe | a1ORS q 
rd 
poe 

’ 
? . * - 
aot 08ry Ta mj P a. me flee pa wee ot ews 605" af + . 
O3sv07 ge It. Vat Le ih - L671 aI P OVINOT ¢é Ly IQ bae ert ta 


iy P 7 
af » Pewee faa oe 
#totoiy eth Deda tse 2. 


mcog mo mieib nortbind ~ bebeen exatay By 


af %y 
iy 7 2 
: " it ara 
Pudtiei sofebiay beatunetebeig mtiw env hada . Serve’ Wek 
Li 
& 3 
ali ~- Op 0 Bares 
aes oii U ie aks i] ha) a 
4] i * i 
3 . : h. ru 
a a ‘ a ~~ i ie, , - bd 
fo ilids gaicesmes teeT |) >: ly ane Bs 
F } * ‘ae 


\; ‘ny Wy 


detoog ."cesld ot [isd#eok ¢ ft yout 200 a 


tt ef ‘ 


59 


DO YOU KNOW ME 
Each pupil thinks of some historical character. When his turn 
comes, he gives facts about this character until sone ome guesses who 
it is. The person who guesses correctly gets one point and the person 
getting the most points wins. 
Equipment needed -- None 
Can be used to -- Review lives of historical characters. 


HAVE YOU BEEN TO YESTERDAY 
One player asks, "Have you been to yesterday?" The player who is 

being questioned says, "Yes." The first player then says, "Whom did you 
see there?" ‘hen the second player gives some facts about an historical 
place or figure whose identity Player Number One tries to guess. If he 
guesses correctly he gets a point; if not, Player Number Two gets the 
point. When an answer has been given and scored the player giving the 
answer chases the questioner around the room. If he catches him, he has 
the privilege of again asking, "Have you been to yesterday?" If not, 
then Player Number Two gets that privilege. The player getting the most 
points wins the game. 

Equipment needed -- None 

Can be used to -~ Review historical persons and 


places when the class needs a 
little exercise. 


Adapted from: Emily W. Elmore and Marie L. Carns, Educational Story 


Plays and School Room Games, A. S. Barnes and Company, 
1926, 74%? 
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ALPHABET SOUP 


Write each of the twenty-six letters of the alphabet on 
individual tagboard cards. At the start of the game the leader holds 
all twenty-six in his hands. He takes them one at a time, holds them 
up, and says, "I am thinking of something that begins with this letter." 
(He states one or two identifying facts about it so that the class 
will have some clues to go on.) Theplayers then try to guess who or 
what it is. The player guessing the right answer gets the card, and | 


the player getting the most cards wins the game. 


Equipment needed -- Alphabet tagboard cards 


Can be used to <== Review persons, places, and things 


i 
Suggested by Pearl Bennett, Elementary 
i) 


School Teacher, Richmond, Massachusetts 
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WHO AM I 


Cut out strips of heavy paper 3" x 9" and on each of thom 
write the name of some historical character. Divide the group into 
teams. Choose a pupil from each of the teams in order and pin one of 
the strips on his back. Have him stand back to the class so that 
the others can see the name on the slip. This player then tries to 
guess what this neme is while the other players help him by telling 


him facts about the person whose name is on the slip. If he guesses 


correctly before the clues are exhausted, his side gets a point. If he 


doesn't, he takes the card with him back to his seat, later consulting 


various books to find out what he can about the man. 


Equipment needed -- Name Cards 


Can be used to -- Review lives of historical char-= 


acters 


Adapted from: Mary Lewis, “History Game" in “Ideas To Try", The Grade 


Teacher, 61:6, February 1944, 
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PLACH TAG 


Bach child gives a name to be included in a list of historical 
places that is written on the boerd. The group is divided into teams 
and a player starts off by repeating one of the names on the list slowly 
three times. Before he has finished, the person who gave that name must 
state an historical fact about the place. If he succeeds, his side gets 
@ point. He then repeats a name slowly three times and the game continues 
On. | 


Things needed -- List of historical places 


Can be used to -- Review historical places. 


Adapted from: May Harshbarger, “Geography Games" in “Teechers' Help- 


One Another Club", The Instructor, 53:50, Jume 1944, 
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NAME TOH RELAY 


Divide the group into teams, the members of which are lined up 
one behind the other. At a given signal the first player of each team 
runs to the board and writes the name of some historical person, place, 
or thing that begins with the same letter as dom bis first name. He must | 


spell it correctly or else write another that begins with this letter 


that he can spell correctly. When he has cone that, he runs back to:his 


team and touches the next player's toe with his foot. This player then 
| 
runs to the board and writes a word beginning with the first letter of 


his Christian name. The team in which all the players do this first wins, 


Equipment needed -- None 


Can be used to -=- Review spelling of 


historical words. | 


Adapted from: Emily W. Elmore and Marie L. Carns, Educational Study 


Plays and School Room Games, A. S. Barnes and Company, 1926. 0/07 
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MATCHING RELAY 


The group is divided into teams. Two columns of historical 
items to be matched are drawn up, making as many items as there are 
Players on each team. Hach team is given one of the lists, which 
remain at a stated spot. At a given signal the first player on each 
team rushes forward and attempts to match the first item on his list. 
If he is successful the second player then tries to match the 
second item. However, if any player does not give the right answer, 
the next player tries that item, and so on until it has been correctly 
matched. When this has been done, the next player following the one 
getting the right answer goes on to the next item. The team first 


correctly matching its list is the winner. 


Things needed -- Columns of historical items to be 
matched 


Can be used for <= General review 
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CAUSES AND VENTS 
Divide the group into teams, of about eight players each. The 
leader names some event and states how many causes and how many results 


of that event are needed for a full answer. As son as this ig done, 


the first player runs to the board and writes a cause, the second pupil, 


another cause, and so on until the required number of causes is written | 


down. The next player then writes a resuit and so on until the 


required number is written, The first team getting a complete list wins. 


Things needed -- List of events with causes 
and results 
Can be used to -- 


historical events 


| 


Review the causes and results of 
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LAST LETTERS 


Divide the group into teams,, give each player on each team 
One or more letters, making sure that every letter of the alphabet 
is assigned. At a given signal the first player of each team runs 
to the board and writes a name or word directly connected with the 
classwork. If it is spelled correctly, the person having the letter 
in which that word ends rums to the board and writes a word beginning 
with thet letter. The game continues in this way until a prearranged 
time limit is reached. The team which has written the mostwords 


correctly during that time is the winner. 


Equipment needed -- None 

Can be used to <== Review historical names, 
places and things, with 
Special emphasis on 


spelling. 


Adapted from: Emily W. Elmore and Marie L. Carns, Educational Story 


Plays and School Room Games, A. S. Barnes and Company, 1926, F/3% 
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CHARACTER SKETCH RELAY 


Divide the class into teams of about six players each. Hither 


write the name of some historical personage on the board for all the teems 


to work with or have the first player of each team write a name for his 
team to work with as his turn. At a given signal the first player runs 
to the board and writes a fact or description about the name previously 
chosen, or writes a name himself. Then the next player writes a fact 

or descriptive phrase. The team first completing a list to which every 


player has added one bit of information wins. 


Equipment needed =-- None 
Can be used to == Review the lives of 


historical characters 


Adapted from: Hmily W. Hlmore and Marie L. Carns, Educational Story 


Plays and School Room Games, A. S. Barnes and Compeny, 1926,7/27 
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This game can be played when step sequences are to be learned. 
Hach step is written on a separate card. For each step there is also 
a card bearing the number indicating the position of that step in the 
sequence on it. Hach player is given a complete set of these cards. 
At a given signal each player arranges his number cards in order 
starting with one. He then matches these cards with the proper step 


cards. The first one to do this successfully wins the game. 


Things needed - Sets of cards 
Can be used to - Provide drill in learning step 


sequences. 
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Adapted from: Carolyn Nunn, "Games Lighten Learning", Sierra Educational 


News, 40:24, October 1944. 
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Story Pinishing 


Read an account of the material contained in the textbook, 
making sure that several points are left out. When through reading, 
turn the class loose with the books and tell them to find what points 


have been omitted. Those who discover the most items are the winners. 


Things needed - Prepared account of lesson material 


Can be used to - Provide drill in discovering facts 


in a portion of written material. 


Suggested by Eleanor Stimson 
Elementary School Teacher, 


Wraintree, Massachusetts 
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Questionnaire And Results 
The author talxed with fourteen history teachers to get 


their ideas about using games in class. The information that was 
Obtained doesn't adapt itself particularly well to statistical arrange= 
ment. Rather it comprises a body of opinion and suggestions, and 
will be reported in that light. 
The interviews were oral and were based on the following 
set of questions: 
1. Have you taught less than five years? Five years? 
More than five years? 
2. Do you use games in your history classes? 
3. For what purposes do you use games? 
(a) Review? 
(b) Provide training in use of reference books 
: and other sources? 
(c) Provide ae in and test ability to use 
higher mental processes? 
4. What games do you use? 
5. Do you feel that children like classroom games? 
6. Do you feel that games motivate the pupils to work 
harder on review than do other devices? 
7. Do you feel that they are more likely to motivate the | 
pupils to use extra books in their review than are 


other devices? 
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8. Do you feel that children work harder on their history lessons 


after a game has been used than they would otherwise? 


9. Do you feel that they are more likely to do extra work in 


history after a game has been played and as a result of it 


than they would otherwise? 


10. Do you prefer games which require the use of teams, or those 


in which each individual is striving for first place? Why? 


11. How often do you feel they can be used? 


12. Have you noticed any situations that arise when games are being 


played that should be guarded against? If so, what are they? 


13. 


Other Comments 


Following are the answers for each question: 


le 


Re 


Nine teachers had taught more than five years each. 
One of these nine had spent some of those years as 

a teacher in the intermediate grades. Two teachers 
had taught just five years. One of these was a 
teacher in the intermediate grades. One teacher had 
taught less than five years. 

The length of service of two teachers was not 
ascertained. 

Hleven teachers had used games at some time or other. 
Three teachers had not used games. 

All eleven of these teachers used them for review 


work. 
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They were used very little to provide training 


in the use of source materials, and no one had used 


them to give training in or test tne ability to use 
the higher mental processes. Other reasons advanced 


for using them were: 


(a) Breek monotony; get interest. 

(b) Stimulate the pupils to think up questions. 

(c) Drill on basic facts. | 

(d) Mitigate pupils’ classroom fear. | 

(e) Stimulate classroom participation on part of 
those who don't usually participate (In 
those games in which questions are answered by | 
a board of experts, pupils are very likely 
to participate if the teacher is one of the 


experts). 


(£) Emphasize important points in lesson. 


A large number of games were suggested, many of which | 
are included in Section III ~- Games. 
All teachers that had used games were agreed that 


pupils enjoy them. One teacher made the definite 


statement that they create more enthusiasm than 
other devices. The only reservation was that dull 
children donha like things thet accentuate their | 


inability. 
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7. 


8. 


9. 


10. 


Most teachers felt that games motivete the pupils 
to work harder on review than Would ordinarily be 
the case, provided the children are told beforehand 
that a game is going to be played. One teacher made 
the point, however, that this is not the case, if the 
device is overworked. It is to be noted that the 
teachers were hesitant about making a direct comparison 
between games and other devices. 

Opinion was divided as to whether or not the pupils 
would refer to additional texts and do other extra 
work for review if a game was going to be played. 
Little comparing was done between this and other 
devices. 

There was no great confidence expressed in the idea 
thet after a geme has been played students will study 
their lessons harder because of it. A number of 
teachers made no comment one way or the other. 

The same answer was given in regard to the efficacy 
of games in motivating the pupils to use extra books | 
and do other extra work after the game has been played 
as was given for question eight. 

Most of the teachers preferred games which make use 

of teams, although some liked both equally well. 

These felt it was best to vary the program with the 


use of both. It was also remarked that the answer to 


73 


HAYS 


*3 


% y ) : ‘ 
\ ; 
4 fat ‘ j 


t etoriuaed” sect 


. ; f 1SHBR < — aa | a ‘- 
® 
f r H - +P of! “lea . a.* ‘ 
c Jifcod msi = 3 r OX tien BOW oy 
‘ 
rroted bilo: te reiolino sid beSivoig » base elt 
: rw ne , i G% Ua wah’ vs ei om a + ans . | 
+. 4 ae « ray ! H eit 
: a ii JSilv ¢ YOVoR e«JHLog Shs 
—ae J : mle >, ; qe C 
wide J dois JE i =i § Xs = ol * SRLOWIT AO et eo.breb 
sgmoo Soe es nib igeoda gst d isw es 1teioset 
r 
G99 LYSS Lenre ie 2oMs ty nseryed ¥ 
. 4 a ‘, : f - ae a” - ry ral 
i Ld Of "I “ US BS DEITY ED Sav no netg 0 ah 4 , 
rtiixe veAteo ub: fur Fxet leaoifthhs oF «shet bigow 
oeyeslg od oc urfog aew emen a If welver 16% soe 
; + 4 4 ° F el ead fae fe 
Terre J is Mouwloed arab asaw BYIVSEMOD GitF it 
> " bon hk 
ee# SD TVED 
a4 Ais 4 Moa “TAS Oi Naty Os) JHO1S om ‘ v arent 42 
J ae OOD . WHYOLG 2960 8385 sabe SB tetris Tan 
| 
my 
i : been ws kee 
ity ha i . : BIE OOU OATS | EEC geet Lest? an. 
wig Se. ash (tiie eromitss er ae 
, FV Sai n odo ~ JOGOS OF ohea ort sou 
Op. Pa 
saa ape e bys ie ae ee a ee ae thins’) Wee 
i218 BAY Ot bt op IOV LG 3a Ww etoW ers roman Si | se 
\ ‘ a 
‘ Oy \ 
, 4 ’ . ere al es ee oe 
u Lal « a4 . - bit Siy ae ev 700 rae § t wees LO 
yi sats . atl 
4 4 vy & ae ata wt Sencaluat ° ‘ we é A i 
CU GALE SOT Los LS) Stow, ay oR8’ teato, ob pees 4 
: ’ en ya. ‘ 
. *: : ° 
- Rg tt, rit ih "% sy nev ! B . ve % ee 
i 
cf asl 1 Pel ” cr 
br et iw ees Dents berg rence ot aikie ¢ 
x w j ‘ 
' ' ere e ’ \ o. -] a ty r ‘ 
2LttLoe - Lat we i De Bat iM, “etme: oe fails re i ON 
? ay 7 f : 
ue ve 
; , ee 
ry fer: ‘es « 


this question depends on the class and the pupils 
in it. 
These reasons were given for the preference for 
team games; 
(a) Pupils get the feeling of belonging to a group. 
(b) The inability of the dull pupil is not accentu- | 
ated, which means that more pupils take an interest 
in and enjoy the games. | 
(c) The bright pupils help the dull ones on their 
team when preparing for the game. 
ll. The following answers were given to the question of 
how frequently can games be used; ! 
(a) Once every Friday; at a regular time. 
(b) At any spare moment. 
(c) For review sessions. 
(d) Ten per cent of the time. 
(e) Frequently; at end of every unit. 
(f) Once in six weeks - as a treat. 
(g) Any special occasion 
(1) Day after vacation 
(2) Dyll days 
(h) Whenever anything comes hard 
(4) Once a month 
(j) Not more than once every two weeks. 


12. Things to be guarded against while playing games | 


“4 


cr 
. 

- 

. 
Ua 
. 
‘ 

‘ 
— 


oth int 
TOL eiisietetg ods 101 revig exew anoeseT ogaa?r eee 


12emey met eile lane 


j ig ‘ : * nn fe 
quot s of ynisnoled ‘to mrtfeet ant dep efiqud (8) ‘ 
s . 7 i id 
: ' on 2 fouq Jlais eft to ytiiidast ed} (d) ‘ 
av lS a: 2 GA4AaTg ‘G3 fo Ey Storm Te rif Si4em 135 isiw : ets: ~ 
eveusy edt youre bre “4 
+ “ars ¢ . i pets sid , or wu +eofabtard 24 * f i H 
itedt mo aexo Linh edt qied eiiqna tigind eff ~(S) 
.2msy ois tot sifiecetq menw meed 
to Mv i J DS P59] end vu AY ts PiIsw Tri . BAA nafwollot ent 4 re oe 
(ons edegemadmem VL ithouperl word 
emt? isfopet a ts syabin'd groves eonG (a) , a 
TRIG SLSGe yas TA (d) : 
aru testes weabtax tct (sayre 
eA LeRSG. FELIS. IC. \ 
« » 9 
; ' 
a fm ie Os - 
O92i0 Shw Lo TReo Teg cel (pb) } 
vi 4 ni 
* P « “e \? 
sv A “ie VS Lc bre 38 re 2 Noeope ts {e) | 
Py BS". a f= Low ¥ 
SOLuLHOTC 
4 a 
; 5 


$ Lori Ber Oo Qa tiyns “reve 
% ¥ we 
a, ; POs 
Fa el Ni ‘ 


eA 


se2eow ont hove aunt next « 


75 


were listed as follows: 


(a) 
(b) 
(c) 
(d) 
(e) 
(f) 
(g) 


(h) 
(4) 


Talking all at once by everyone. 

Confusion, . 

Coaching from the other players. 

Taking too much time in choosing teams. 

Choosing of poor captains by the pupils. 

Asking questions which aren't clear. 

Arguing about the rules. (They should be decided 
on beforehand). 

Cheating. 


Picking on each other. 


13. Other comments were: 


| (a) 


(b) 


(c) 


(4) 


Games should be led up to and the teams chosen before- 
hand. 

When games ere played, the child sees the human side 

of the teacher. 

It is sometimes well to spring games on the class 
unexpectedly. 

A couple of students can be chosen to summarize at 

the end of the period what has been accomplished during 


I 
it. | 


Most of the teachers interviewed use games in their history 


{ 


classes; and all those that 46 use them, although hesitant about 


comparing them with other devices, seem to feel that they are a very 


worthwhile activity. 
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